

OVERVIEW: 

The Royal Game of Ur is per¬ 
haps the most mysterious 
game ever discovered. The 
original boards are the oldest 
dated gaming artifacts folder 
games were drawn, not manu¬ 
factured.), yet there is almost 
no record of how the game was 
actually Played. There is no 
shortage of speculation from 
experts and amateurs alike, 
and we have drawn inspira¬ 
tion from the most common 
threads. 

At its core, Ur is a race game. 
Moving your Pieces through 
the track before your opponent 
seems easy, but somehow the 
Royal Game of Ur maintains its 
appeal game after game. 

ORIGINS: 


REQUIRED: 

2 PLAYERS 
30 MINUTES 

14 PIECES 

7 EACH OF 2 COLORS 
3 LOTS f2-sided diceJ 



AUTHENTICITY: 

80% 

The Royal Game of Ur is a poorly 
documented game, but we utilized 
the most common elements from 
the available sources. 

HISTORY: 

Ur was developed around 2600 
BCE and rediscovered by Sir Leon¬ 
ard Woolley in the mid 1920’s. 

The name comes from it’s place of 
discovery - inside the royal tombs 
of the town “Ur**. 

The Royal Game of Ur was very 
popular and is known to have 
been played throughout the entire 
Fertile Crescent faka The Cradle 
of Civilization J. 

Sir Leonard Woolley uncovered 5 
copies of the game board fsome 
with pieces.) in the royal tombs. 


The most luxurious board was cre¬ 
ated from lapis lazuli, shell, and 
red limestone. It was placed in the 
burial chamber of a Princess to 
keep her entertained for all eter¬ 
nity. 

The only known text about the 
game was translated in the 1980’s 
by Irving Finkel from a cunei¬ 
form tablet. The tablet was itself 
created in 177 BCE by a scribe 
rewriting older documents and is 
written in a mix of Babylonian and 
Sumerian words. 

While the tablet gives insight 
into the meaning of the game, it 
is vague about actual game play 
and debate still continues on this 
topic. 

No rule sets have been deter¬ 
mined to be the “original” or 
“true” rules for The Royal Game 
of Ur. 
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SETUP: 

Players each select a color and 
Place their stones on their side 
of the board. 

HOW TO WIN: 

Players win by moving all of 
their stones around the path 
and off the board. 

ON YOUR TURN: 

First, roll by tossing the Lots 
onto the board. 

Second, move one of your 
stones the number of spaces 
rolled. 

Third, return captured stones 
to their Player. 

MOVEMENT: 

Stones move along the path, 
following the connected 
spaces. 

The Players follow different 
paths that only overlap on the 
center row. 


RULES 



MOVEMENT: 

To capture, a stone must 
land on the same space as an 
opponent’s stone. 

Stones enter the board on 
their side, starting at the 
space beside the marked 
center. They first travel to the 
marked corner space, then 
to the center row. The center 
row is followed until it ends, 
and Pieces then move back to 
their side then exit the board 
through the last marked space. 

OTHER RULES: 

Stones may not move 
backwards. 

An exact roll is needed to 
move a stone off the board. 

An exact roll is not needed to 
start a stone. 

A stone can not capture on it’s 
first move. 


OTHER RULES: 

When a Player’s stone lands 
on a marked space, they fake 
another turn. 

If a Player is unable to move a 
stone, their turn ends. 

Captured stones must travel 
the path again from the 
beginning. 


THE PATH: 



LOTS: 

The lots in this game are each 
marked on one side, and rolled 
like dice. 

The number of marked sides 
shown is the number you have 
rolled, with one exception: if 
no marked sides are showing, 
the number you have rolled is 
the total number of lots plus 
one fthree lots with no marked 
sides showing = 4J. 
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